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Tell us in 250 words o less why you should be the winner of an NEC TurboExpress, the portable
TurboGrafx-16 game machine.

The winning entry will be based on creativity and grammar, so get those dictionaries out! Just send
in a clearly hand-written or typed letter telling us why you want a TurboExpress and why you should be
the one o win it. For added fun, the winner will also receive a new, surprise T6-16 TurboChip game.

Five runners-up will each receive one T6-16 TurboChip game of our choice.

Here are the rules:

* One entry per person

+ All entries must be legible—illegible entries will be disqualified

+ Please include your age with your entry

* No purchase necessary

o All entries must be received by February 28, 1991

The names of the lucky winners will be listed in the April/May issue of TursoPLaY, Winners will also
be contacted by mail.

Send your entry to:

TursoPuY TurboExpress Contest
9171 Wilshire Blvd,, Suite 300
Beverly Hills, CA 90210

Al entries become the property of TursoPLAY Magatzine,

M



PUBLISHED BY L.F.P. INC.

VICE-PRESIDENT
TECHNICAL PUBLICATIONS
LEE ParpAs

EDITORS
ANpY Eppy
DONN NAUERT

ART DIRECTOR
CATHERINE RUNDELL DUNN

COPY EDITORS
COLLEEN CREAMER
MagGIE DEveicH

EDITORIAL ASSISTANT
COLLEEN CREAMER

VICE-PRESIDENT, PRODUCTION
DONNA HAHNER

PRODUCTION COORDINATOR
GREGORY RosATI

PRODUCTION ASSISTANT
BRIAN MCGINNIS

NATIONAL ADVERTISING MANAGER
JAY EISENBERG
JE PUBLISHER'S REPRESENTATIVES
11150 W. Orympic Bivp.
Suite 600
Los ANGELES, CA 90064
(213) 479-6844
Fax:(213) 479-3290

ADVERTISING PRODUCTION DIRECTOR
MaGGIE CHUN

ADVERTISING PROD. COORDINATOR
BRIAN SPIELVOGEL

SUBSCRIPTIONS
IRENE GRADSTEIN

FOR SUBSCRIPTION INFORMATION CALL
(818) 760-8983

EDITORIAL OFFICES
9171 WILSHIRE Bivp., SUITE 300
Beverwy Hiuis, CA 90210
(213) 858-7155
FAX (213) 274-7985

In this, our fourth issue of TursoPLay, you'll find our new Games Around the World column
which covers games and products outside the US and Canada. In future issues look for
new features as well. We're also planning to increase the size of TursoPLAY in the near
future, giving you more information than ever. And don’t forget to enter our contest this
issue (see the page to the left!). See you next time!

CONTEST
Here is your chance to win a free TurboExpress portable TG-16 game system! Be
sure to enter this exciting contest!

Letters from our loyal readers.

CLOSER LOOK

TURBOCHIP GAME REVIEWS
Reviews of Battle Royale, Sinistron, Tricky Kick, Super Star Soldier and Aero
Blasters.

GAMES AROUND THE WORLD

WHAT'S NEW IN JAPAN

Some of these games from the Japanese TG-16 (The PC Engine) may find their
way into the US and Canada soon. Games include Batman, Y's Book III, Granzort,
W-Ring, Cadash and Valius IIL.

SUPER STRATEGIES

TIGER ROAD
Here are tips and maps to help get you through this challenging game!

SUPER STAR SOLDIER

A tough game made easier with our space war tactics.

TURBO TIPS
Winning tips for Klax, Super Star Soldier, Veigues Tactical Gladiator and
Bravoman.
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When I'm not doing schoolwork, | find time to
play sports, draw, listen to music, and play
video games. | own a Nintendo and a Turbo-
Grafx-16, and | plan to buy more systems in
the future. | have played all the software for
the TurboGrafx-16 and the Genesis, and | have
to say that the TurboGrafx-16 is the best. While
the Genesis may have better graphics on some
games, the fun and the gameplay of the Turbo-
Grafx-16 games are much better. My favorite
TG-16 game is Y’s Book | & I, followed by R-
Type at a close second. Coming in third is The
Legendary Axe.

The other day, | picked up a video game
magazine. | began reading an article about Nin-
tendo’s upcoming Super Famicom 16-bit sys-
tem. | came across a list of games slated for
release for the new system. In the list | was
surprised to find Y’s Book /Il and R-Type 2.
Since these games will be available for the
Super Famicom, will the chances of their
release on the TG-16 be smaller? Y’s Book | &
Il and R-Type were two of the best games out
for the TG-16 so far; sequels to them would
surely be good sellers.

Also, when | bought my TurboGrafx-16,

be signed when it comes to the U.S. That can
cause the game to be available for only one
system as in the case of Batman.

As for Y's Book Ill, it may be available for
the Super Famicom as a cartridge, but it will
be available for the PC Engine as a CD game.
You can find some photos on Y's Book Il in
our new section International Look on page
ten. We have no word on R-Type 2 for the PC
Engine. In Japan, RType was split up into two
different cartridges. On R-Type 1, you could
play rounds one through four. However, for
rounds five through eight, you had to buy a
separate game called R-Type 2. The games
used the same password system; when you
finished R-Type 1 you would get a password
allowing you to continue play in R-Type 2 with
the same weapons. So the game would proba-
bly have a different name like R-Type 3 or
something completely different.

As for Dragon's Lair, there is no word on

1

Aeroblaster - January

Battle Royale - January

Super Star Soldier - February
Bomberman - March

Sherlock Holmes (CD) - March
It came from the Desert - May
Bonk’s Adventure Il - June

Tail Spin - June

TV Sports Basketball - June
Camp California - July
Champions Forever Tennis - August
Impossamole - September
Camp California (CD) - October
Loom (CD) - October

Ballistix - November

Disney Game - November
Shadow of the Beast (CD) - Fall

&

Does NEC have a cleaning kit for the TG-16?
And if so, why haven't | seen anything about it?
John Foley

St. Paul, Minnesota

NEC doesn’t have a cleaning Kit at this time,
but may have one as early as next spring.
Here's a list of all the TG-16-related items you
can find in the stores this Christmas.

there was a rumor that the popular arcade  any companies doing development for the TG-  4jien Crush Splatterhouse
game Dragon'’s Lair will be coming to the TG-16  16. NEC has no plans for this game in 1991, Blazing Lazers Drop Off
on CD. Have you received any information from  but it has been discussed among the head  cpina Warrior Super Volleyball
NEC on this? honchos, so you never know. When we get Dragon Spirit TV Sports Football
David Nelson  more information we’ll pass it on. Dungeon Explorer Sonic Spike
Birmingham, Alabama Here is a list of games scheduled for 1991.  papeacy 7one Boxyboy
Keep in mind this is not a complete list, but Galaga '90 Legendary Axe Il
Just because a game appears on one system  just a few games we thought you'd be interest-  psotopoader Veigues Tactical
in no way means the game will have less of a  ed in hearing about. The release dates of Aer- Power Golf Gladiator
chance to reach other systems. If a game is  oblaster, Battle Royale and Super Star Soldier  p1/,0 Klax
licensed to one company, it depends on what  have changed. Originally the first two were to  gjde Arms
the contract states that will set the future for  be released in December but are now slated  p,0 Legendary Axe CD - ROM
the game. Some games can be direct transla-  for a January release. Super Star Soldier was Victory Run Fighting Street
tions with the same name (R-Type for TG-16  to be released in January but is now due out in Vigilante Monster Lair
and Sega Master System and NES) or the  February. Of course, until a game goes into  yorid Class Y's Book | & Il
game can be the same but with a different  final production, the release dates and game Baseball Valius Il
name (Wonder Boy Ill for Sega and Dragon's names aren't final and could change at any-  worid Court Tennis Final Zone Il
Curse for the TG-16). When a game comes out  time. Also look for some great photos of Bonk Final Lap Twin
for all systems in Japan, new contracts have to Il in our next issue. PacLand Other ltems
Military Madness TurboGrafx 16
Ordyne CD - ROM (with
‘The following were winners in our TurboGrafx-16 CD ROM contest. Entries were told to send Space Harrier carrying case)
in the name of their favorite game and why they like it. Winners were picked randomly. Takin' It To The Hoop  Ultimate Superstick
5 WINNERS OF ONE TURBOCHIP GAME EACH Cratermaze by Beeshu, Inc.
(GRAND PRIZE/NEC CD ROM PLAYER , Westlake Village, CA Deep Blue TurboBooster
ANDACOPYOF Y'S I &l (favorite game is Spiatterhouse) J.J. and Jeff TurboBooster Plus
Ben Martins, W. Buxton, ME John Vo, Houston, TX Bonk’s lAdventure TurboTap
(favorte game is Bonk's Adventure) (favort game s Dungoon Exploer Neiopd TumoPart
Chantal Berlinguette, Nepean, Ortarlo, Canada Cyber Core Freedom _16, (_remote
(favorite game Is Kiax) Double Dungeons control joystick by
WINNER OF 5 TURBOCHIP GAMES Remy Canels, Pymouth, MA Hing of Casing Camerca)
Steve Kwak, No. Brunswick, NJ (favorio gamois Th Legondary Axe) Tiiehall TurboExpress
( Is Psychosis) Patrick Meads, Belokt Wi Bloody Wolf TurboTuner
el g 5. P (ft gamo s Vs 21 Chew-Man-Fu TurboCable
vil's Crush T ick (joystick
to.all of our winners and enjoy your prizes! De! s Crus| ”;yb‘:fé& (joystic
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SUPER STAR SOLDIER

NEC-TurboChip
ONE PAYER

Jokk ok

In order to restore peace to the world,
take on the role of Starbuck, climb into
your Neo Caesar space fighter and set out
on a mission to destroy the evil "Mother
Brain." Eight levels must be fought and
won to prevent the enemy from re-captur-
ing the planet.

Super Star Soldier is a one-player
game that scrolls vertically. Your perspec-
tive is one that looks down on the ship
and terrain. Using your controller, you can
move the ship from side to side and up
and down while shooting at the enemy.

Blasting special ships will reveal
Power-Up Crystals that increase your
weapon strength and variety of shots. Red
Crystals allow Neo Caesar to shoot in six
directions at once. Blue Crystals will give
the ship Ring Beams
which are wider than
regular beams and §
can hit targets more
easily. A Green Crystal
gives Neo Caesar a
wide-spread laser, and
a Yellow Crystal gives
the ship Swing Fire, |
which is the most K
powerful weapon of

all. By collecting additional Crystals
you can increase the weapon strength.
Catching a special pod will give
your ship two smaller escort ships,
which you can position to the right and
left of your ship, or above and beneath
it. Any enemy ship that shoots and
hits one of your escort ships will have 1
its shot ricocheted back at it, destroy-

ing itself. Collect a second pod and [f*=

the escort ships will continually rotate [

around your
| ship giving
Neo Caesar
an impressive
defensive

Get a Hom-
ing Missile
pod and two
missiles will
automatically

fire and hunt a target
when you hit your fire but-
ton. If you have Multi-
Shot on your ship, then
four missiles will fire. If
two or three Multi-Shot
Red Crystals have been
gathered, then the mis-
sile speed increases.

By getting the maxi-
mum number of a crystai-

type, and then one more, that weapon will
turn into a Super Bomb. When this hap-
pens, every enemy on the screen is de-
stroyed; even mini-bosses. Collecting a
Crystal that blinks will also give you a
Super Bomb plus 5000 extra points. Your
ship will also be revitalized, depending on
how many blinking Crystals you get.

Two bonus games are included on the
cartridge along with the normal game.
One contest gives you just two minutes to
get as far as you can while trying to get
the highest score in that amount of time.
There is also a five-minute version. This
was a nice option to add to the game,
since you can play a few quick games with
friends to see who is the better player.

If you liked Blazing Lasers, you'll like
Super Star Soldier. NEC even considered
calling this game Blazing Lasers Il, since
the basic premise is so similar. The graph-
ics are nice and much more detailed than
BL. The control of the ship is good, and
there is plenty of action to keep any
gamer going. The game also has good
music, though the music in BL was one of
my favorite game scores and pretty hard
to beat. Super Star Soldier is another
shoot 'em up, but it's well-done and worth
getting if you like this type of game.

AERO BLASTERS

NEC-TurboChip
Tvo Puwass
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This is one of the few games available
where two players can participate in a
game simultaneously, and work as a team
rather than against one another. Aero
Blaster can also be played as a one-player
game. Alone or with a friend, you must
destroy the Mega Load Masters which
threaten the world (sound familiar?) by
using your Blaster System and battling
your way through six levels. Two-player
mode requires that you have a second
controller and a TurboTap.

The view of the game is a side-per-
spective as the ship(s) fly left to right. The
graphics are well-done and there is a fair
amount of detail. There is a multitude of
enemies which will keep you very busy.
The sound effects are also good. This is a
fast-moving game that gets even faster in
some spots where you'll need to boost
your maneuvering speed to get past sever-
al zones.
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A Blaster Meter on the screen indi-
cates blaster power, and when it is filled
to its maximum you have super-blasting
capability. To get that, you just hold the |
button on your controller. Releasing the
button fires a Blaster Flash. In two-player
mode, both players must hold down their |
buttons. Then by releasing them at the
same time they will fire a Super Blaster
Rash.

With two players holding and releasing
their 1l buttons at the same time, a
Blaster Thunder Attack will be fired.

The different levels in the game will
take you through city streets, the Mega
Load Masters' Mecha Cave high in the
sky, then into space and on to the enemy-
fortified planet. Finally, you get to the last
battle, where you'll come face to face with
the head boss. You start with three ships
and can continue up to five times. In dual
mode both players can continue up to five
times total, between both ships.

Blowing up Special Transport Pods dur-
ing the game will scatter power-up items
on the screen. Gathering these will give
your ship special weapons. Getting the
special power item will increase your
ship's power significantly. Weapons con-
sist of the Side Swiper, an unmanned
shooting pod which circles your ship at
high speed. A Heli-Pod blocks the back of
your ship from enemies while firing bul-
lets. A six-way shooter fires in six direc-
tions but doesn't shoot as fast as
other weapons. A Rear Gun shoots diago-
nally from the back of the ship. Green
Missiles home in on enemies, but weaken
as they make sharp turns. A Red Missile

is more powerful, but doesn't move as
fast or track as well as a Green.

Aero Blasters is a fun game that we
recommend if you enjoy space-killer
games. The two-player-in-tandem feature
is really fun (though it always seems
one player gets killed far more than the
other, and uses up all of the lives!)
Hopefully we'll see W-Ring here next
year which is an even better game. But
for now you'll probably want to play
Aero Blasters.

BATTLE ROYALE
NEC - TuboChip

* ok k

When Battle Royale was first sent to
us, a letter accompanied it stating what
NEC was trying to achieve when they
developed the game. Battle Royale was
designed with one thing in mind—multi-
player fun. To experience the full poten-
tial of the game it should be played
with as many people as possible.
That's exactly what we did and we had
a blast. In a real battle royale, there's

not much time to perform complicated
wrestling moves, so this game was de-
signed to give each player seven very
basic moves. Your mission is to beat up
the other players while trying to remain
the last one in the ring—a kind of “I'm
King of the Hill” game rather than a
wrestling game. You can play by yourself
(against four computer players), but you
would be doing yourself a great injustice
by not playing against “real” players.

Although the moves in the game are
relatively easy (such as punch, middle
punch and low punch), they sometimes re-
quire you to give up control of your charac-
ter to perform them. For instance, the
second middle punch is done by pressing
the SELECT, | and Il buttons at the same
time. | don’t know about you, but for me
to do this | had to move my thumb off the
pad. By that time, the guy | was going to
hit with the second middle punch had
moved and | was swinging at air. So when
it comes down to it, you'll probably use
only one of the moves available.

SPITFIRE SPIKE

MAKE VOU SUFFER!




The game’s graphics are very inconsis-
tent. In some areas, like the close-up of
the girl, the graphics are great. Then for
no apparent reason the graphics suddenly
change and look as if they should be on a
different, lesser game system. Both the
sound and music fall into this category as
well—the game doesn't have much depth
or length so it's hard to understand why.

But the bottom line, and our basis for
giving Battle Royale a three star rating, is
that NEC accomplished what they set out
to do—make a game that's loads of fun
to play.

SINISTRON

16S - TurboChip
ONE Puavir
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In the 33rd century many technologies
have surpassed anything we could ever
imagine today. New technologies have
been created that are only a twinkle in
some scientist's eye. One of those tech-
nologies, a space-based orbiting tele-
scope, has detected an enormous object
slowly approaching the outer edges of our
solar system. Specially designed
Dronecrafts, sent to
examine the object,
transmit the infor-
mation back to
Earth. Scientists
conclude that it was
actually a space-
ship made of
biomorphic organ-
isms, programmed
to destroy any and
all planets it comes
in contact with. That was the last
transmission received—the huge
ship destroyed the Dronecrafts in
one devastating blast.

As a result of the craft's hostile
actions, a squadron of cybernaut
fighters have been sent to seek out
and destroy the violent intruder be-
fore it reaches Earth. But as the
fighters race through space, the
group gets lost in an ion storm. Now
only one cybernaut fighter re-
mains—you. And you know what that
means—yep, the fate of the galaxy rests
on your shoulders.

Fortunately one of the Dronecrafts was
able to get a breakdown of how many lay-

ers, six, this ship has and what might lie
in waiting for you in each layer. There are
a variety of levels made up of different
substances including hazardous gases,
liquid organs and what seems to be the
Cerebral Cortex. To combat these and
other unknowns, your fighter has been

with special Shield
jaws and an onboard computer that allows
your vessel to taken certain matter found
in the enemy ship and transform it into
energy or special weapons. The jaws pro-
tect the front of your ship and have the
ability to absorb energy shots. Once you
obtain a marked weapon power-up, you
can open the jaws to provide three-way
shots. If you obtain another weapon
power-up you'll be able to open the jaws
once more for five-way shots. But opening

T i s g

the jaws also leaves the front of your ship
unprotected. The weapon power-ups pro-
vide long-range defense against the
enemy and include a Vulcan Flame Can-
non, a Crystal-Pulse Laser, and a Heat-

seeking CHAOS Missile. Other power-ups
include Speed Modules for quicker mobili-
ty and Plasma Droids, invincible robots
that help protect your ship. Your ship also
has a built-in close range defense system.
By pressing and holding down Button I,
you can send a small discharge of the HY-
PERsonic-blast weapon from your ship de-
stroying your enemies and their shots.
Graphically, Sinistron is above average
although some stages seem more en-
hanced than others. Stage 3 has some
very nice background graphics while
Stages 2 and 4 don't have much at all.
The gameplay is moderate and doesn't
have any features that would make it
unique although it does feature some-
thing not found in shooters of late—a
graduated difficulty. The first two stages
r=] are relatively easy and then the
ll game gradually becomes more diffi-
cult. Features like this can serve
two purposes—one, novice players
get a sense of value out of the
game rather than feeling stuck in
the first stage forever, and two, ex-
pert game players slowly get hooked
on the game and become deter-
mined to finish it. One feature it uti-
lizes is the rarely-used “check point

continues”—when you are killed in the
game you can continue at the nearest
check point or at the beginning of the
stage. With this feature you can return to
the beginning of the stage and collect the
much-needed power-ups you might not
find at the check point later in the stage. |
think most players will slowly develop the
attitude, “If | can just get to the next
check point” rather than “If | could only
get to the end” and concentrate on one
check point at a time.

Although the game may not feature
some astounding new technology in video
games or win a best graphics award, it
does have the one thing that every game
needs—it is incredibly addictive.




IT’S 10,000 YEARS AGO.

YOU MUST BONK 28 STAGES OF BAD GUYS
TO RESCUE YOUR PRINCESS.
AND YOU'VE ONLY GOT 1 WWERPON.

wosstrcswems,roseal PREPARE TO BUTT HERADS. cxcivvoingiones

forests and stone age deserts. Humongous dinosaurs, RAs Bonk, the heroic young Neanderthal head-banger, you
primordial gators and various other slimies, beasties and  will now embark on an epic quest through five levels of
creepies roam at will. monstrous foes to rescue your princess. But there’s just one

And the bad news is, evil King Drool has kidnapped  catch. The only weapon you can take with you is your head.



As Bonk, you must battle Huey, the first Boss. Huey is
hypnotized, so he forgets he’s really your friend. Just
keep bonking him on the head to jog his memory.

A most heinous boss, Tractor Head, has a deadly
beanball fight with Bonk. You can beat him, just use
your head.

TurboGrafx™ and Bonk's Adventure™ are trademarks of NEC Technologies, Inc.

Look for more lives inside the dinosaur. Also remem-
ber to check every cave entrance and bonk all walls
to find secret honuses.

across it, so lup your eye:

URB

RAF

NEC

y hat nnnnnlld lhl ladder in
.C., he uses his teeth.

© 1980 Hudson Soft, © Atlus Ltd., © 1980 Red. © 1990 NEC Technologies, Inc.
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ull of action and extremely tough,
Tiger Road is a challenge. Our
hero, Lee Wong, is a master of Kung
Fu and martial arts weapons. Your
mission is to recover four secret
scrolls stolen from the Oh-Lin Tem-
ple and save the children who have
been kidnapped from the village. You must go through five stages
infested wxfl'\ enemies to accomphsk el mission.

OBTAIN WEAPONS AND ITEMS AND USE THEM WISELY

Throughout the game you'll find treasure chests that contain
weapons and various items including invincible items and
bonus point items. You'll start with only three lives, but you'll
get an extra life every 50,000 points or when you obtain a
1-Up item. The maximum number of lives you can have is nine.

CHOOSING WEAPONS

When choosing your weapon, you
must be careful. Once you obtain a
weapon, you will be stuck with it until
you can choose another one. You'll start
the game with the sickle and chain
which is an easy weapon to use and
covers a wide area. The spear is a
good weapon for repeated blows,
but its range is short and it’s difficult
to use. The serpent cane has the
longest range and is easy to use,
but it's not good for repeated blows
or when you're up against many ene-
mies. You'll receive the Tiger Tech-
nique affer the second training stage.
Vou can use the Tiger Technique

when your life gauge has passed
sixteen. Jt's an extremely powerful

weapon against strong enemies, but

you can't use it for repeated blows.




SHARPEN YOUR FIGHTING SKILLS AT THE TRAINING STAGES BETWEEN STAGES

After completing each stage you'll enter a training stage. During these training stages you must complete a training
ise fo earn valuable lives and techniques. There ave two kinds of exercises in each training stage. The first exer
cise is to blow out candles in a set amount of time. For this you receive four extra lives on your
life gauge. The second exercise is to defeat
50 monks fo receive the Tiger Technique. After
the third training stage your life gauge goes
{| up by four again. After the fourth fime the power
Bl of your weapons doubles. You will not lose your
| player even if you fail fo complete the stage.
However, you must get the extra lives, the Tiger
Technique and the increased weapon power
if you ave to have any chance of defeating the
King Ryuken.

SUB-STAGE 1-1: The Forest

Each stage of this game is divided into several sub-stages which are very different from
i ; cach other. The sub-stages are followed by a Orammg stage for which you will receive
a reward upon completion. Stage 1 consists of five sub-stages, the Forest, ion, the vertically-scrolling
Flying Stage, the Mountain of Spikes, and the Boss’ Room.
The game starts in the forest where Lee Wong will face a horde of Long Swordsmen. When an army of them
appear in the middle of the screen, quickly run through them. Giet used to the controls and try different moves before
things get too tough.

ENEMY CHARACTERS i JUMP OVER THE CRACK

OF THIS SUB-STAGE Bl X The only obstacle in this sub-stage is the crack
in the ground. Jf you fall into the crack you'll
| lose a life. Be careful. Make sure your weapon is
ready in case of waiting enemies on the other side. rrpE—
1o faca your snemies.

Long Swordsmen are the only
enemy characters you meet in
Sub-stage1-1. Although the
Long Swordsmen are in different
colors, they are the same char-

acters.

A GROUP OF LONG SWORDSMEN
WAIT FOR LEE WONG
V’ At the end of the sub-stage, Lee Wong is |

attacked by a mob of Long Swordsmen. There
is no way to get around them. Try to keep the damage

toa
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SUB-STAGE 1-2: The Mansion | DON'T FORGET i | ENEMY CHARACTERS OF
& TOGETTHEPOW [  THIS SUB-STAGE

The mansion is filled with Spearthrowers who

charge at Lee Wong and throw their spears. i Destroy this treasure B8l A Spearthrower charges

Spearthrowers can throw spears from off screen. § chest and you'll get S8l with the S

Don't go too close to the edge of the screen if you [l o Pow which increases [l spear or

don’t know what's on BEE i\ ronge of your weapons. Bl oy theow

the other side. You can e | e T T g B it to attack

jump through a ceil- :

ing, but you can only

get down through a - e 5 :

hole. You can’t go [ : ; —

through the pillars. ¢ e A HIT FROM A
N el e SPEAR CAN CAUSE

A LOT OF DAMAGE

W Jn this sub-stage you
can bump into an enemy
while they've off the screen. So
stay alert [T§
and be
ready to
TR ; swat down
,’:‘:t?" e K e e cpoars
Fe < with your
weapon.

SUB-STAGE 1-3: Vertically-scrolling Flying Stage

Tn this sub-stage you must carefully maneuver Lee Wong through the
area without getting crushed by the scrolling walls o hit by the blue
fireballs coming out of the walls. Although no enemies appear in this
sub-stage, it still is a tricky area until you get used to it.

A blue fireball can stun Lee Wong for a few 88 GET THE BLUE MEDICINE
4 b |
seconds and cause him to get crushed by “ig? The st measiierchiest

you find contains the blue
medicine: Make sure you get i

the scrolling wall. Jt’s important to avoid
getting hit by them in order to get through this
sub-stage.

SUB-STAGE 1-4: B ENEMY CHARACTERS OF THIS SUB-STAGE

i i (588 The Vampire Bats assault Lee Wong from the air and
The Mountain of splkes I the Long Swordsmen attack on the ground. You must
TJt’s probably the toughest constantly be aware of both enemies and not get caught
sub-stage of Stage 1. Lee Wong off guard while fighting one of them.
will be attacked by Vampire
Bats and the Long Swords-
men. One false move can send
him to a quick death on a bed of
spikes. The best pon to use
here is the sickle and chain.

You must jump rom foothod o oothold
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B8 main enemy in this sub-stage.

I The difficulty in dealing with the Vampire

Bats is that they reappear as soon as one

8| is destroyed. The best thing to do is to try to

e e e e

BATTLE AGAINST THE FIRST BOSS
The first boss is Fishman. He jumps out of
the water and attacks with blue fireballs. The
best way fo fight him is to attack the moment
he surfaces and retreat before he starts to spit fireballs.

Fishman jumps outof the wate.

SUB-STAGE 2-1: The Cave

This sub-stage is a long and tedious one. You must go

all the way to the right of the map, climb up a cliff, and
then come all the way back to the left of the map where the exit is located which is
right above the starting point. Jf you fall off the moving logs on your way back, you'll
have to repeat the bottom section.

WATCH OUT FOR WHICH
ITEM YOU PICK UP
There are many negative items
in this sub-
stage like the
treasure chest
in the middle
of the map
which con-
tains an item
that subtracts
ife from your

life gauge.

ENEMY CHARACTERS
OF THIS SUB-STAGE
The only new enemy!char

acter is the Kenpo Man who
is a Kung Fu expert. He's the

Other enemies found in this
sub-stage
include the
Vampire
Bats and the
{ Spearthvow-

s handscomeot, bt he sty n e vt

YOU'RE HALFWAY
THROUGH THE
SUB-STAGE

Once you get to the
right of the map you
meet your favorite enemies,
Vampire Bats and the Spean
throwers.
You'll have to
fight younr
way up the
hff and try
not to get hit.




SUB-STAGE 2-2 i ENEMY CHARACTER OF THIS SUB-STAGE |

Balloon Man starts to appear halfway through
Jt's another vertically-scrolling [ = , j

o e M her the sub-stage. Jhnitially he’s a skinny monster, but

Ying Stoges lout s tivie youtll have he quickly blows up like a balloon and starts to

to deal with a new enemy charac-
tackle Lee Wong. W Ball tart
o Bl e e R oo kesond hen the Blloon Man sia

fireballs. The treasure chest near [
the wall contains a stop sign. Jf you

to appear they come down in numbers. Jf you don’t [l
get to them fast, they'll start to appear from the.

: botom of the screen as well.
use it J

wisely,
it could
make
youn life
easier. ;
Inthebegiing ou ooy have to wory abutthe Inthebeginning a Baloon Manisa .t bows p, start o wanderarund
fireball, but atr i the soction..watch out! > ‘skinny, weak-ooking thing, but... the screen andattacks Loe Wong.

SUB-STAGE 2-3: Under a blue sky EITHER WAY |
g This is one of the
toughest spots of the
sub-stage. You'll have to deal
with either three Spearthrow-
ers on the stone structure or

stage is filled with enemies ({5, ey K
and a couple of tough aveas. : the Kenpo Man on the ground. st yutodesss bk vay o o.

This is a straightforward
horizontally-scrolling stage
on the ground floor of the

mansion. However, this sub-

ENEMY CHARACTERS OF THIS SUB-STAGE 8 THE LAST TOUGH SPOT BEFORE
| The sheer number of o REACHING THE MANSION

e“"‘l’("i“‘i“;‘i’. s“f;‘s';g“ ER’s clmostimpossible o et thnahil )
o ‘;ﬁ:" oy = this sub-stage without taking some hits
| Spearthrowers attack- ;
e | from the combined attack of the Speartvow-
fhooe G 8l ers and the Kenpo Men. The best way to
of two or three make it & ren
ot tougher. The Kenpo  SpartromsTosm  Kngobor Ty get through is to jump high across the gap
M 9 G il pemednima iy in the ground and run through the enemies
S SR PREEg they appearin groups. numbers. to the mansion.

one after another.
SUB-STAGE 2-4: The Mansion

A THREE-LEVEL SUB-STAGE INSIDE THE MANSION
You start at the bottom left corner of the map and exit at the top right corner. You
must climb the ladders to get to the upper floors. You'll encounter the Kenpo Men
il on the first floor and the Kyon on the second floor. The toughest spot of the sub-stage
1 is the second hole on the second floor. You must defeat the Kyon in front of the hole
before jumping over it, otherwise you'll fall through the hole. The best thing to do is

to wait until the Kyon is about to jump toward you and then attack him. When you

get to the third floor, make sure you make good use of the scroll shown on the map.  TkepoManstitesagain.  Waitherofora chance o atack
the Kyon.




KEY TO ITEMS ON MAPS

BS Buddhist Statue
S Scroll

CB = Crystal Ball
Full House
Blue Medicine
Stop Sign
Pow
Red Medicine
Negative Jtem

ENEMIES OF
THIS SUB-STAGE
The Kenpo Men are the same

enemies you met earlier. The
Kyon jumps around constantly,
It to attack him.

SUB-STAGE 2-5: The Den of Hudo

Hudo is the only enemy character that will appear in this sub-stage. Hudo
in Japanese means static or non-moving. As his name suggests, Hudo stands
in the middle of the room with only his arms moving. However, the Vasura
he throws at Lee Wong are very damaging. Hudo is invincible, so don’t waste
your life and energy fighting him. Jf you have enough lives just sprint past
him and keep on running; otherwise watch when he throws the Vasura and
run past him as he attacks. Try not to get too damaged here since you'll be
fighting the Boss in the next stage.

| Kukai has very powerful offensive and defensive capabilities as well as being very illusive. His tactic is to quickly jump
from one location to another and
tackle Lee Wong while circling
around. Two blows will kill Lee
| Wong even when his life gauge is
full. The best attack against Kukai
is to keep your distance, avoid
being hit, then attack him when z
his is about to move toward Lee You've recovered the sacond sroll. Change your
Wong: Weaponto it te s an hi o thespar

- TunmoPuay ¢ Decewsen/uasy 1991



SUB-STAGE 3-1:
The Waterfall

Voulll want fo clear this
sub-stage quickly because the only enemy heve is the

Balloon Men. The longer you take, the more Balloon
Men you'll find yourself up against. You must use |

| rocks and moving logs to get through this sub-stage.

| The rocks are very unstable and will fall as scon as you

| land on one. You must quickly figure out where to
move even before you land on a rock. In this sub-stage
you'll find two 1-Ups—one at the bot-

| tom right corner of the map and
another at the upper left corner.

| You can achieve infinite 1-Ups by get-

| ting both of them and killing yourself

S 9@ the second one. kg hm ek s o ity |

ENEMYCHARCTERS IN THIS SUB-STAGE

The enemies you encounter here are the Kenpo Men
and the Spearthrowers. They've basically the same
as the ones before. However, be careful of the
Spearthrowers in the middle of the sub-stage.

Bl the beginning of the next sub-stage.

SUB-STAGE 3-2: The Plain

Your main enemy here are the Kenpo Men. They'll
continuously attack Lee Wong from all directions. You should
concentrate on the enemies in front of you and not worry
about the ones chasing you from behind. The Kenpo
men won't attack Lee Wong as long

as he’s standing on higher ground. Use

that advantage to attack them when

you are in the best position. Don't

worry too much about getting dam-

aged—you'll find red medicine at TyXapohenwi sy domislon
25 you stand on higher ground.

SUB-STAGES 3-3 THROUGH 3-5: The Mansion

The mansion is divided into five sub-stages, 3-3 through 3-7. This is the first half. There are many useful items in this
section as you can see on the map, starting with the red medicine in Sub-stage 3-3. Make sure you get the red medicine.
because the enemy attack will become tougher than ever as you advance. The holes in the ground here are lethal—
be sure to avoid them. Jf the enemy attack becomes too much to handle, run for the moving floor piece and hop on it.

| The enemy will stop chasing you.

ENEMIES CHARACTERS
IN THIS SUB-STAGE

The Ninja

is the new

enemy
character

you'll encounter here. Watch
out for his shuriken attack.
Other enemies, the Kyons,
will appear out of frreba"s
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SUB-STAGES 3-6 THROUGH 3-7: The Mansion

The second half of the mansion stage becomes a bit tougher, especially in Sub-stage 3-6,
where Vampire Bats and Spearthrowers attack at the same time. You must
watch out for the spears. Try fo position Lee Wong where he'll be safe from
attack. The first medicine you find in 3-6 is an upside down medicine—
don't pick it up. You'll find another blue medicine a little later. Although
Lee Wong must deal with the combined attack of the Long Swordsmen

= 5 . Findaposton where Les Wong
and the Kenpo Mery Sub-stage 3-7 should be relatively easy fo get through. - Fetiefae s

UB-STAGE 3-8 THROUGH 3-10: The House

Sub-stage 3-8 is a five-level sub-stage almost identical to the mansion in Sub-stage1-2, However, the
new enemy character, the Armored Warrior, is an extremely tough opponent who is nearly invincible.

The Armored Warrior is so tough that any attack Lee Wong can dish out won't even scratch him. The §
best course of action is o get away from him as soon as he appears while avoiding his circular saw blade
Dontownbothfightng  attack. At the end of 3-8 there is a choice of exits. Jf you think you're ready for the Boss, go through
edmondWarit. 4,0 oxit at the upper right corner of the map. Otherwise use the exit at the lower right corner which will
H put Lee Wong info Sub-stages 3-9 and 3-10 where you can obtain a Pow and a red medicine before fighting the Boss.

WAITING FOR GOKU

The Boss, Goku, is a very tough opponent. Jf you chase him too far up the screen, you could get
hurt. Goku follows a set path around the n. Wait for G ttack Lee Wong, then move
up toward the upper right cloud while avoiding his throwing ki the photo) and attack him

| \when he follows Lee Wong.



SUB-STAGE 4-1: A Flying stage
Stage another long stage consisting of twelve sub-stages.
: We w.u lead you halfway through, up to Sub-stage 4-6, and leave
you to fight your way through the rest of the game.

This sub-stage is much like the one found in Sub-stage 2-2, but is much easier. The only
enemy here are the Balloon Men who
float avound the screen. There are no
obstacles or fireballs to stop Lee Wong.
You should be able to breeze through this
sub-stage. One thing you should remem-
beris fhd fh? h‘gasw‘el chest right b.ef.m‘e ey 8 B i o et

the exit contains an upside down medicine, o ok
so don't destroy the chest.

SUB-STAGE 4-2: The Castle Wall

The Castle Wall sub-stage is another relatively simple one. Lee Wong's opponents are the
Ninjas and the Spearthrowers. As you advance through the sub-stage, there are no obsta-
cles or traps. The only threats you have to deal with

are the shuriken attack of the Ninjas and the spears

from the Spearthrowers. You can either avoid them by

jumping or by swatting them down with the sickle and

chain.

SUB-STAGE 4-3: The Corridor | Sub-stage 4-4:
The Recovery Room

The main obstacles are the holes in the ground which are lethal if
Lee Wong falls in. When you try to jump cross these holes Lee Wong
will be attacked by Vampire Bats. They'll try to hit Lee Wong in mid-
air and push him down the hole. Take your

time and defeat the enemies before jump-

ing across the holes. The Kenpo Men wait

for Lee Wong on the other side of each hole.

Make sure you get all the items and don’t

worry about receiving some damages.

Sub-stage 4-4 is a room with no enemies
and filled with items. Jt's a place for you
to rest up and recover from the damages
Lee Wong has sustained. Get the bonus point
items and take the red medicine before fi
continuing the game. Stage 4 will get much
move difficult from here on.
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SUB-STAGE 4-5:
The Mansion (Part 1)

The main obstacle here is the
attack from the Long Swords-
men. They will tenaciously
chase Lee Wong and he'll be
surrounded by them if they
aren’t defeated quickly. The
Spearthrowers make your life
even more difficult. Concentrate
on the Long Swordsmen and
deal with the Spearthrowers as
they appear.

You are s from enemy attack when
You're on the moving foor pece.

SUB-STAGE 4-6:
The Mansion (Part 2)

Things get even tougher in this sub-stage.
Your primary opponent again is the
Long Swordsmen. However, when
you're fighting the Long Swordsmen, the
Balloon Men float above Lee Wong,
restricting the number of moves he can
make. You might be able to run through
this sub-stage but you've likely to receive
some damages that way. There are

four items here that you'll want to look

for—a Pow, an
upside down item,
a blue medicine,
and a Buddhist
statue. Make sure
you take the blue iy oy stak s tomuch
medicine and the  tohande, un through thestage even f
Pow. ‘You have to receive some damages.

SUB-STAGE 4-7:
The Mansion (Part 3)

#l This sub-stage isn't as bad as the

previous two. Concentrate on the
jumping Kyons and avoid get-
ting too close to the Armored
Warriors. Jt's useless to fight
them because of their defensive
strength. You must be careful
when you're about to cross the
holes in the ground because the
ones in this sub-stage shoot fire-
balls. Time your jump to avoid
being
hit by
the fire-
balls or
a Kyon.

HERE ARE A FEW TI'PS FOR
GETTING THROUGH STAGE 5

Stage 5 is the longest and toughest stage of all. Jts twenty-two
sub-stages are filled with tough enemies and dangerous traps. The espe-
cially difficult sections are: Sub-stage 5-9 where Lee Wong is attacked
by the Balloon Men in a tough-to-maneuver area, Sub-stage 5-11 where
| you must avoid being sucked into the Sucking Skulls, and Sub-stage
5-22 where you'll fight the final Boss, the King Ryuken. By the way,
if you want, you can warp from Sub-stage 5-1 to Sub-stage 5-8 at the

beginning of the stage.




THE DIFFERENCES
BETWEEN THE
CARAVAN MODE
AND THE NORMAL MODE

The caravan mode was designed
especially for tournament-type
competition. In both 2-minute and
5-minute modes, you're fighting
against time. From the beginning,
you'll be facing a large number of
enemy characters and ground
objects. The objective is to destroy
as many enemy crafts and ground
targets as possible.

The only weapon you'll get in
the beginning is multiple shots.
You'll be able to enhance your fire
power by getting the red power-up
rings which can be obtained by
destroying the red stones. You won't
find any other weapons, including
the ring laser and the homing mis-
siles. Your technique, or playing
ability, is the greatest weapon you
can have in the caravan mode.

There are bonus characters, such
as Razaro and Delilla, that must be
destroyed in a certain way to
obtain bonus points. These bonus
points are essential in order to
achieve the highest possible score.
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THREE BASIC TECHNIQUES
THAT YOU MUST REMEMBER
WHILE PLAYING THE
CARAVAN MODE

1. Use maximum speed for quick
maneuverability and more kills. How-
ever, you must also be able to control
the ship accurately. You may choose to
use a slower speed in certain situa-
tions, as when you are fighting Razaro.

2. In order to score high within the

two minutes, you must

destroy as many

S, cnemy ships as possi-

ble. Since in the

caravan mode you

must destroy all the enemy

ships in a group before the next group

appears, you should destroy the ships
as soon as they enter the screen.

3. In some cases it's wiser to pull
out of a tough situation to protect
your ship than to go after the enemy
ships for points. You stand to lose
more points if
you get hit,
in such cases,
than the
amount of
points you
would get from
destroying the enemy ships.

OTHER TECHNIQUES AND TIPS

TO IMPROVE YOUR SCORE

Use the thruster-fire to destroy the
enemies. This technique is very useful

when you're
unable to shoot
directly behind. How- %_r
ever, you must always be .
ready to hit the select button to use
the thruster.

Don't use the super bomb. When
your ship has the maximum number of
power-ups, picking up any additional
power-up items will cause the super
bomb to go off, destroying all enemies
on the screen. In this case, you receive
1,000 points for the explosion, but you
won't get any points for the enemies
destroyed. Only use the super bomb in
an absolute emergency.

A COMPLETE STRATEGY
FOR THE 2-MINUTES
CARAVAN MODE

The target score for the 2-minute
mode is around 480,000 points. In
order to achieve this score, you need
to clear the stage without getting
killed. You must also get two 80,000
bonuses and kill the end boss. And
you must kill nearly every enemy char-
acter and destroy the ground targets.

THREE HIGH-SCORING
TIPS TO ACHIEVE OVER
480,000 POINTS

1. Make sure you get two 80,000
bonuses, Razaro and Delilla. The trick
to destroying Razaro is to place your
ship in the center of the screen. When
Razaro is about appear, the back-

ground music changes to a gloomier
tune. Then place the ship inside of the

SNERRRRRE




circular Razaro and start shoot- z
ing. Sixteen shots will kill Razaro.
Your ship must be exactly in the center
| of Razaro, otherwise you'll be dam-
e _aged or even

| second bonus,
| Delilla, comes
in the form of
two red circles
o/ sitting on green
;splatforms that appear towards the
"end of the stage. You must destroy
both circles at the same time, in order
to receive the bonus. You know you've
succeeded if the bonus point is dis-
played. In order to accomplish this,
your ship must have multiple shots that
can shoot 3-way forward.
2. Destroy as many
ground objects as possible.
Although none
| give you
big points,
they are
every-
where, easy to destroy and
points from them accumu-
late quickly. Missing too
* | many of them can result in
a low score even if you've
destroyed everything else.
3. Collect floating gels.
These are the spheres that
come out of the blue
stones on the ground.
Each one gives you 500
points when collected. Try
to collect as many as possi-

W ble, especially

when the screen
is filled with them.
The best way to catch them quickly is
to move your ship over a blue stone
and shoot. This way you won’t lose
any time chasing them around.

HOW TO DESTROY THE EN
BOSS: STARBRAIN M-Il

When you're [l

fighting the boss,

how quickly you |

destroy it is |

more impor-

tant than de-

out being damaged. Remember,
you're racing against the
clock. When the boss
appears, position the ship
either on the left or the
right side, directly beneath
the laser cannon in the
center. Then destroy the
cannon. Position your ship
where the cannon was and
keep shooting. The laser
cannon takes 56 shots to
destroy, and gives you
5,000 points. And the boss
itself takes 52 shots and
gives you 50,000 points.

C STRATEGY
FOR THE S-MINUTES
CARAVAN MODE

The target score for the
5-minutes mode is around




1,500,000 points. Since the first
|| half of this stage, up to Starbrain
Mk-I1, is identical to the
2-minute mode

game, you should
have scored around
480,000 points by
that time to achieve this score.

HIGH-SCORING TIPS FOR
THE 8-MINUTES

1. Collect all the bonuses, which are:
the Razaros, the Dellilas and the Zegs
or Z-Bonuses. B2
Two Dellilas
will give you
80,000
| points each,
and six =
Zegs will give you a
total of 135,500 points.
There can be up to
three Razaros that
can give you 80,000 L
points each. All dur-
ing this stage, the third Razaro will
appear only if you destroy all flying
enemies as quickly as possible. You
must destroy all three Razaros in
order to achieve 1,500,000 points. In
some cases, a Razaro or two Deltas

will appear as you approach a Dellila.
Don't panic. Stay in the middle of the
screen. Destroy the flying enemies
first and then destroy the Dellila,
using the backward firing shot.

2. Destroy all the flying enemies as
~ | quickly as possible. In order to destroy
"| the maximum number of the flying

enemies, stay in the middle of
the screen and use diagonal shots
to destroy the enemies just coming
into the screen. Also, don't get hit by
the enemy bullets. Be espe-

cially careful of the

bullets from the a
Jumpers and the ‘

Super Jumpers.

HOW TO DESTROY THE END
BOSS: KANRANSHAS

Kanransha first attacks with two
homing missiles, and then with red
bubble-like bullets. Then Kanrasha's
orbiting circles expand their paths to
hit your ship. You must hit its core to
inflict damage. Move in a large circu-
lar pattern around the boss to evade
its attack, but don't get too close to
its orbiting circles. Remember, it's
more important to destroy it quickly
than to avoid being damaged. If you
destroy it, you'll receive 50,000 bonus
points and extra bonuses for clearing
the stage. The stage-clearance bonus
is the remaining time (in seconds)
multiplied by 1,000 points
plus the remaining
player-ships multiplied by
1,000 points.

°S
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R 0 KEY s0

screen, press SELECT to enter the op-
tion screen. Then while holding down
the Il and SELECT buttons, hit the RUN
button to go into the stage select.
Press UP or DOWN to select the stage.
The | and Il buttons will allow you to
change the brightness of the screen.
Once in the stage select, press and
hold the Il and SELECT buttons, then press RUN to enter a sound test.

TY BGM

the screen, press and
hold the SELECT but-
ton, then press UP to
get one extra credit.
You can have up to
nine credits at a time,
but you can repeat
the tip as many times
as needed.

PRESS FLIP

CONTINUE.

First play normally, and when you reach
exactly 10,000 points kill your
game off. Don't continue—wait for
the title screen to appear. Then
input the following command: UP,
RIGHT, DOWN, LEFT, Il, SELECT, II,
SELECT. The continue indicator
should be infinite now.

IR

VE BEEN
ITING FOR
7 OU
A

vomaN

If you press the RUN button as you
die, you can continue at the exact
spot from where you left off.

When you reach the end of a stage,
you can jump past Lottery Man and
continue to the next stage with all
your Luck symbols intact.

During the title screen, press the
SELECT and Il buttons repeatedly
until a special training mode ap-
pears. This takes special timing
that is not too fast but yet not too
slow.

SOUND TEST
GANE | EVEL
SCREEN
STAGE

EXIT

INFORMAT 10N

When the “Continue Mode” appears on

With the TG-16 turned
off, press and hold the
RUN and SELECT but-
tons. Then turn on the
TG-16 and release the
buttons. During the
title screen, press
LEFT, I, UP, II, RIGHT,
Il, DOWN, II, LEFT, I,
UP, 1, RIGHT, I, DOWN
and |. Then press the |
and Il buttons simulta-
neously eight times.
After that, press the
SELECT and | buttons
simultaneously eight
times. Once you're in
the test mode, you can
select between a
sound test, stage se-
lect, difficulty set-
tings and
whether
to use a
vertical
or hori-
zontal
screen.

1 1]

OFFICIAL LEVEL
H
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p your TG-16, press
gd the SELECT button. You should see

mand tip enables you to continue from the last stage
were killed. The number of continues is de-

FROM NEL

1998 V1€ < b
MUSTCAL INHII'\H!II S, It | N repe T-UP and the SELECT but-
GAME ARTS appears. If the title screen
PROGRAMED BY BIIS ) : “successfully entered the
v In this mode your power will be doubled,
the amount of units you get
e end of each stage will also
36 Unit

Burlng play, hit the | button and

RESET Then press LEFT-UP and
¢ the SELECT button
repeatedly until the
title screen appears.
When it does, you
should be in the
music mode. You
can play any music
in the game by

p g the | or Il

’ button. Press RESET
I to get back to the

game.

TurboPlay Cover Poster!
A high quality reproduction of the cover of
TurboPlay is available as a limited edition for
only $6.95!

This 20" by 24" full color
artwork by Alan Hunter is
the same as the cover of
this issue of TurboPlay.
Suitable for framing, this
exciting poster will look
fantastic on your wall!

ICToR
CAL INDUSTRIES

BY BITS

8 /e r

Send $6.95 plus $2.00 postage to:
Video Dreams
1004 Oneonta Drive
Los Angeles, CA 90065

FHOM NEC
HII II muu

'1” II \i HII\II‘ THIES. 1N

Please make checks payable to Alan Hunter lllustrations. 'l““ AMED BY BITS

Posters are shipped rolled in sturdy mailing tubes.
Please allow up to 3 weeks for delivery.
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or the first time in the history of mankind,
you can play the existing
16-bit library of killer TurboGrafx-16 games
anywhere in the known world
with the new TurboExpress™ Handheld
Entertainment System.
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FROM THE CREATORS OF
GYBERGORE
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